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WARNING: READ NEFORE USING YOUR PLAYSTATION GAME CONSOLE. 

A very small percemage ot inUivIclu^s may expenspce epilepbc seizures when exposed to csitaip liglil patterns or 
nasiting lights. Exposure to certain patterns or Dackgrounds on a television screen or while playing video games. 
Including games played on the PlayStation game console, may induce an epileptic seizure Ih these ihdividuals. 
Certain conditions may Induce previously undetecled epileptic symptoms even in persons who have no history of 
prior seizurss or epilspsy. II you. or anyone in your family, has an epileptic condition, consult your physician prior 
to playing. If you experience any olihe following symploms while playing a video game - dizziness, altered vision, 
eye or muscle twitches, loss ol awareness. Olsorlentatioh.any involuntary movsmeni.or convulsions- 
IMMEDIATELY Olsconlinue use anO consult your physician before resuming play. 

WARNING TO OWNERS OF PROJECTION lEUVISIONS: 

Oo not connect your PlaySlaiion game console lo a prolection TV wlihpul first consulting the user manual for your 
proleclion TV, unless II Is ol the LCD type. Otherwise, It may permanently damage your TV screen 

USE OF UNOFFICIAL PRODUCT: 

The use ot unotliclal products and peripherals may damage your PlaySlaiion game console and Invalidate your 
console warranty. 

HANDLING YOUR PLAYSTATION DISC: 

• This compact disc is mienOed lor use only wrih Ihe PlayStation game console. 

• Oo not bend it. crush It or submerge II In llguids. 

• Oo not leave it in direct sunlight or near a radiator or other source ol heal. 

• Be sure to take an occasional rasl break during extended play. 

• Keep this compact disc clean. Always hold the disc by the edges and keeb it m its protective case when not In 
use. Clean the disc with a linl-lree. soft, dry cloth, wiping in straight lines from center tP outer edge. Never use 
solvents or abrasive cleaners. 




i’oa become the crejtor of the tmiraec, giving etern.Tl litc to a wrld ot nothiiigiicM. 
311« vou who will brc.iihtf'ftfe fnto thia YPorld and pen an crcihng ulc, 
i’ou arc .limited onlv bv your imagination. 

Hill it be a legend, a mytlj or a drtami 
IDbat will be the world in whielj vour Btory untblda? 
lUhat fate aYuaito your hero? 


Cvcrylbing la in your banda. 
Xea, you are the cr^tor of Uk uitivcn 
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DmECnONAL MITTDNS 

Theae iwlUfts an used to select vartaui conmanda,« 
V nwve the curaor In the [EdK) soean. Hiey an alsa 
used to Increasa/dacrease values, H to spied letters in 
the toll entry screen. During the gm the glayei nwvaa 
Pie main charactor using Pie directionel buPons. the 
character moves in Pw direction correspondtogtothe 
directionel buttm pressed. 

m/BBUTTlMS 

These buttons araieed to automatically sated map 
pails in (Field EdiQ. When creating a town in (Held EdiQ, 
ytti can use these brntons to jump to the l owTi y ou have 
created betore You can aleo use the mfB buttons 
to engage the (Auto For] sePing, wlwto automatically 
corracb nap pads erhen Prey are placsd In [Dungeon 
Edif]. In the ttit-entty screens, (Auto Fit] can be used Id 
seled letters. 

Ol/B BUTTONS 

these buRons are uaad to erase map parts when 
creating a dungson nap or field map usiiM Pie [Map 
Edrtor]. Mwi ctMling a town In [RM EdiQ, you can 
use Prase honors to jump to Pie town you Im created 
betore. The B huUDn pertoms Pro same tondnn. 

START BUTTON / SOECT BUTTON 
Wtion credmg a dungeon map or Md map using the 
[Map ErPkr], pressaig Pie Start button dtoplays Pre [Part 
SotodionI serpon. In VG Maker, Pie Salad button Is 
never used akaio. 


OBunoN 

Press this DuPon to confirm commands In Pio Edit, or tert- 
enpy scroons. Ckatng Pio gone. Pits buPon Is used to 
ahow Pio mein chinictsr to chock on something. . 

• button I 

This button te used to cancel vartous commands. P'0 I 
also used to return to the previous screen aftsr I 

cancokiig the sotoePon you've kist mode. B 

• button J 

to the [Map Editor] for [Field EdP] and [Dungeon ErP^, T 
pressing this button open the Command menu. A 

• button 

Tnis allows you to delete or re-edit the event contents 
being set m the event contents sePing screen. When a 
cursor displays err Pie everp rartnbsr, Pre 9 button to 
edP the ovoni contents. Pressing the • button again wW 
resurns Pre creePon ol a new event Thjs luncDon can Da 
usad in Pre [Scenario EdP] 


COMBINED OPERATION 

RPG Maker proviOee a teapira Prat aPorvs uaers to perfotrp 
operapona using a comblnatioh ol buttons. These are 
described below; 

START BUTTON * SELECT BUTTON t B ^ Ol 
RoMt Pie test play 

• BUTTON e DIRECnONAL BUTTON 
ScroHs Pro screen more qukdiiy in the htap Editor 





(7WRVRW Or THr inurir QflMr 


A samvle gams «mitted ‘fiobli’ is availabl« In RPQ Maker. Playing tne sample game allows you to understand the 
vaikxis functhns ol RPG Maker and what kind of game you can create with It Before creating an original game, we 
recottmend that you play tne sample game. 

OVERVIEW OF THE SAMPLE GAME 

The maki character Is Gobli, who is a WeWling In the RPG-seiles games His wish Is to become a Boat and fignt the 
heroM. Will Ins wMtbe granted? Playing tne sampla game gives you the bask knowledge you'll need to create an RPG 
game of your own. It also helps you understand the k^ pdnta ol game creation using RK Maker. Selhct (Samplel and 
presi the 9 Dutton to start the sample game. 


CHANGING THE SAMPLE GAME DATA 

Not only can you view the loaded sample game, you 
can aieo edit It. Use this dais as tha basis tur creating 

C r game. For esampie, it you wish to change the data 
the main character In the sample game, load the 
sampla data and select the rSiaracter you wish to 
chaiige m ICherecter EOl^. If you're not lamhlar with 
thb functfon, try changing the character's name ttrat. 
Use your creativity to edit tne sample data In many 


Oifferant ways. 


Mr-KH' Ed • >CH •4'r*. CMA 


LOADING THE SAMPU GAME 

To view the sample game data, load data 
u^ [Load Sanipte]. Loading the sample game 
wiH overwnte any game data you're curreritiy 
creahng. Be sure to save »iy game data you have 
been creating before loading ^ sample game 


The sample game 'Bobir lets you learn the basics of game creabon in a fun manner. This should help you 
understand the workings ol RPG Maker. 






















flaw 9f QfiM^ CR^flTion 


8. CREATE THE COMPONENTS THAT EtAKE UP THE GAME'S SCENARIO. HERE YDU'll CREATE EACH E\^HT 
BY COMBINING THE EVENT CONTENTS STORED IN THE SOFTWARE 


9. ONCE YOU’VE FINISHED CREATING THE GAME, RUN A TEST PUY AS THE FINAL STEP TO CHECK THE OVERAa 
I BALANCE OF THE GAME. YOU CAN ALSO USE THIS FUNCTION TO CHECK YOUR PROGRESS, SINCE TEST PlAY CAN 


r jama, It’s ImporUnt to understand the tasks involved in the proceis. You can basically 
Is the first time you have used RPG Maker, we recdmmeiid fallowing the steos listed below: 


NOW YOUR GAME IS COMPLETEI 


Start wrth sty Item, but if 


DEVELOP IDEAS ABOUT THE CONTENTS OF THE GAME THAT YOUU BE CREATING. YOU CAN CREATE THE SAME 
SMOOTHLY BY HAVING SOME HOUGH IDEAS ABOUT THE SCENARIOS, CHARACTERS AND MAP SETTWGS IN ADVANCE. 


CREATE HIE TITLE SCREEN 


CREATE THE MAIN CHARACTER AND OTHER MEMBERS OF HIS PARTY. HERE YOU’LL CREATE EACH CHARACTER BY 
SETTING HIS STARTING LEVEL AND EQUIPMENT. YOU CAN ALSO SET THE SKIU FOR EACH CHARACTER. 


CREATE MONSTERS, OR ENEMY CHARAHERS, THAT WILL APPEAR IN THE GAME. HERE YDU'LL CREATE EACH MONSTER 
BY SEHING ITS PARAMETERS AND ATTACK PAHERN. 


5. CREATE THE ITEMS USED IN THE GAME. HERE YOU'a OIEATE THE ITEMS CARRIED BY THE CHARACTERS, AS 
.WELL AS THE EQUIPMENT AND TRANSPORT USED, BY SPECIFYING THEIR TYPE. 


6. CRaTE THE MAGIC USED IN THE GAME. SH THE APPLICABIE ITEMS, SUCH AS [EFFECT] AND [MP], THEN 
I CREATE ACCOMPANYING GRAPHICS. HERE YOU'LL ALSO SET THE USE OF SPECIAL AHACKS 


7 CRBtTE THE MAPS THAT PROVIDE THE ENVIRONMENTS FOR THE GAME. WORLD MAPS ARE CREATED AS 
[FiaOSj, WHILE ROOM INTEIUORS AND TOWNS ARE CREATED AS (DUNGEONS]. YOU’LL CREATE EACH MAP 
BY CmiBINING A NUMBER OF PARTS. 






How To iTffRT THC ^PIT 


Cftabw I jtine m RPG MaKei ta KhwM by Mtttnf tM verioua settings. The following win ntl|i you 
younen with bw Editing somns: 


kmikarln 


Selecting [RPC M<i(ei| lioni the mein ginw screen dbpli^ 
see in the screen shot on this pege. Select [EDfl]. SeWcbne 
you to Olay the game you Ve (list crested, cr choose [REnH I 
go dack to the Main screen. 


: the screen you 
I (GAliK] will Mlow 
itilHyou'dliketo 


EDfT DATA 

Select (Edit oar). It you wish to save or load data. seUaiMEMem'QUO! H 
run a test pm sa)oet[Iae(PlaM.1hMdtl The sample game data, select 
(Load SamSe). 

. Neit.sefect(EeitOsta|. 

The Edit menu indudes [System I 
tiw ( (System Data) IS used to oMtec 

I! 4 . I (Scenario Data] Is uMd to create 



‘SViTfM PflTfl 


CONRGURAnON 

Here you can set ttiiiigs such as the cursor awed and BGM^ well as the sound etfdcts used during tlw gaim. Simply 
mon tie cursor to dw Item you wish to chinga. press tie 0 button and change the value or Rem setting. 

^ Use Configuiation to set the ideal enviroraneot In which to create your 
fldhih 

m 

Cwsor Speed 

fou can change the ^wed at vidiich tie cursor moves while you create 
your game. (3) is the defeuit settng. The larger the number, Bw ^ow« 
tie cursor movement wW be. 


BGM 

You can chsige the BGM that is played while you create your game. If 0 
is sheeted, no BGM wdi be |hay^. There are a total of 35 dIderent BGM 
seleclons. 


Spe nd 

Make a selection between eitier mono or stereo, depeiding on the TV you 're using. 


GAME 

CoKsinn Sound 

Set the sound effect used when bw character hrts an 


impassable section, such as Bw sdge of the map. You can set tie 
desired sound eflect by selecling the correcpomftig number widi tw direcdonnl buttons. Ttwre ire 78 sound effects to 
choose Imni. 


Message Seusd 

Set the sound eflect used when s message B dBpltyed during the game. You can set tw Oasired sound effect by 
eelecOng the corresponding number using die ddecSonal buttms. There are 78 sound effects to choose from. 

level up Sound 

Set the sound effect used when the character increases their level during the game. You can set tw desired 
sound eflect by selecting the conespondng number wdh tie directional buttems. There are 78 sound eflectsto 
choose horn. 














TmfEOtT 

In [ntle Edit], you’ll create the We screen displayed duitng the game. Create a title screen that 
matches the theme of your game, since It will become the face of the game. You can enter the 
name of die thie using [Game Info]. 

SCWRH 

Select a tMCKground graphic for the btte screen. When [Screen] is selected a hsl of grapMc iwim wM be 
dl^layed. Move the cursor to a desired grapnic nsma. and dwi presa die 9 button to confinn your sMectxui. A taUe 
Usting the different bsckground graphics Is provided on p^ 66. 

Set a background that matches the image of your game. 


Set the BGlil that will be played whAa the title screen is 
displayed. When [BGM] is selected, the names el available 
BGMs will be dis^yed. Select a desired tune using die 
directional buttons, and then confirm the selection using the 
9 button. A table listing the ditterent BGMs is provided on 
W65. 


Here, set whether or not to display the name of the title on 
die title screen. Select [Text], then chooee YES or NO. 

ima 

Choose the cator diwhKhthetidetextwillbe displayed. 
Select [Color], IMn choose GOUI. StUER or BLUE. [Coloij 
cannot be set unless YES basbeen sele c ted ki [Teil). 




PlikCE 

Set the position on the 


screen In which the dde name will be displayed. Select [Place], choose fop, > 


Center or Bottom then preaa the 6 button to confrm the selecdon. the text display pi^done are shown on the 
rigliLpiaceJcaniMbeseiuntossYESnasbeenselectedinnextj. ^ 

You can combine thie function widi [Effect] to create many ditferent 
vailadoivi 


EFfESI 

Set how the title name will ba diwiayed. Selecting [Effecfl displays a 
kst of affects. Select a dasired display effect from the eight types. 

PREVIEW 1 

When die necessary items are set, check the title yod’ve just 
created. Select [Preview] to do so. To exit the preview screen, press 
the 9 button. 

















GAMEPIAY EDIT 

In Gameplay Edit daclde wlietliar or not to enable tbe Items described below. Setlng these 
Items to either (ON) or [OFF] changee what can be set in each editor. To change the setting, simply 
move the cursor to the Hein you wish to change and press the O button. 

lEKUIJITACKS 

OecHle nhethei or not to use Special Attacks which consume HP. Setting this Hem to [0N| enables the setting of 
[Type] Hi [Magic Edit]. Special attacks are similar to magic, except that mey consonie HP Instead of MR 

gSEOfClASS 

Setting this Item to [OH] enables the setting ot [Class] In [Magic Ediq, [Itam Edit] and [Monster Edit). 


M DEF IS the resistance to magic (Magic Defense). Setting this item to ON enables the setting of [M DEF] In Character 
Edit, Skill Edit and Monster Edit. ^ 

A8IUTIES 

Decide whether or not to use the abilities specific to skills. Setting this Hem to [ON] enables ths setting ot [Ability] In Skill 
Edit See pg. 34 tor a list ot abilities. 

M(UeiEB.APP£ARANqE 

Choose whether or not the probability ot the monster's appaarance will be set automatically for each dungeon or 
manually for ss^ pan. Changing this setting Qianges the contents of Ibe [Monster Appearaoce] menu. 



^ PARAMETER NAME ^ 

r You can change the naow ot each parameter. Chan^ng Hie name of a parameter (such as by changing 
Magic to Spell) changes the names of all related parameters. 1b change a parameter name, select a parameter 
and enter ths new name. 


SElfCnWG A PARAME TER 

First, sslect ths parameter you d like to change. Move tbe cursor to tbe parameter, then press the 0 Ouflon. The text- 
enhy screen will Oe displayed. Enter the desired name. The procedure used to enter text is explained on ths next page. 

The new parameter name will also be reflected In the 

Edit menu. Il'-'Wi' I 


T»kE.QF.PA{ti!iMETER Name$ ■ 

STH • Strength |2 

DEF • Defense BB 

STA - Stamina tilli 

INT - Intelligence im 

AGI-Agility pS 

Laval 

Equip - Equipment BB 

Magic III 

S ATK - Special AHack H 

HP 

AlUck 

Guard 

Gold 

EXP - Experience 
M DEF - Magic Defense 
hiegicA-ClassAmagic 
Magic B - Class B magic 
Magic C - Class C magic 
None - No dasa magic 

NOTE: For [MagicA] through [Non], ales see the table m pg, 
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wiMuaii iiu inc buna un ruaiiiiw. li 

When the button Is pressed, the cursor in the teirt-entry 
held begins to flash, Indicating that It can now be moved, 
the left/right directional Duttons to move the cursor witttin the 
field. To create a space, move the cursor on* space or press (S 
button. 


ENTERING ^ERS, U 

Pressing the ID button switches to the U held. Select a 
letter and confirm the selection using the [6] button. Notei Ths 
selected letter will be entered in the L1 text-entry held. 


TEXT INPUT SCREEN 

If: Consists of the field in which the registered text Is displayed and the me In which the 
selected text Is di^layed. 

12: Tins menu Is used to select letters. 

RliTNsmenu isusedtoswitrdibetweenihetwo text-entry modes and exit the text-entry screen. 

The text-entry procedures explained here apply to all edit 
screens. 


lecxe i>i i»\ 


L2 

SeCDEFOHIJKLHMO 
PQRSTUVMXIZ ' 

12J*5$7a»0»»\<> 
I )( KJ ■ ■• !/• i :» 


® Dutton - Conhrm 
0 Dutton - Bach Space 
eDutlon-CAPS Lock 
# button - Space 
START button-FinWi 


r FINISH^Rl ^ 

Wren [FINISH] Is selected, a message will be displayed asking if you wish to update the data. SelectSng ^ 
^ the apixopriate button closes the text-entry screen. You may also press the Stal button to exit the screen. 

It you should have second thoughts, press the ® button to cancet the command. 

IN SERT. R1 

You can use the 0 button to switch between the two text-entry modes. In hie INSERT mods the selected letter will be 
inserted at the cursor position. In the REPLACE mode the letters behind the cursor po^fion win be replaced with the 
new ones. 

PASTE. R1 

Used to enter the letters registered with [COPY]. Selecting [PAS're] pastes the letters disolayed In the upper window 
of L1 Into me text-antry field at the bottom. Also, you can paste me namss of Oiaracters, Dungeons, Towns, 

Monsters, Items, Magic and Skills iMilch you create using each of the lEdft] modes. 

C 8 Py.R 1 

Select [COPY] and enter how many tetters you wish to 
copy trom tlw cursor pKltlon. The copied letters will be 
displayed In the upper field of L1. 


-IHISH 

iNserr 


kMMillVoope DON laltera Frew Cursor! 

POftSTUvaxYZ ' Uhl ^ 


« ',0* 
-.c 


1234Se7tB0}t\’ 

( 3 1 ! <) • ■" I / • I ! 
• t**-*-’ -txiooo 




























MAGIC EDIT 

In [Magic Edilj, you'll create the 
Magic and Sp^ Attacks the 
characters use m consuming their MP and 
HR respectively. The lollowing eiplalns the 
Hems you'H ne^ to set In aroer to create mapic. 

EDIT SCREEN OOMMAUS 

Select [Edit] from the command menu dtsplByed wlier 
(Magicl Is selected In (System Data!. The magic list screen 

..... ..menu Items, including 

(Edit), see the table shown below. 

The edit commands explained here apply lo all edit screens. 


EX PUUUTI OH OF COMMANDS ‘ 

Edit 

Select tills command If you'd like lo create anew Item, 
Magic, etc, or to edit an existing item. Selecting (Eibfl 
dispitys the magic tist screen. 

Movt 

Selactttiis command rl you wish to change the nrder of 
the magles youh« c re aM. Select the m^ move the 
cursor to die Mnation, end press me 9 butan. The 
magic will moH fs the new deetination. 


Copy 

Select this command If you'd like to creete multiple sets of i 
magic having the same content Selectthe magic you want 
to copy, then select the number under wbich to create a 
copy, uvying wll begin. 

Delete 

Select this command rf you’d Hke to delete an exl^ng 
magic from the list Move the cursor to the magic you want 
to delete, then press the O button. The magic will be 


IMefcAII 

Select this command if you'd like to delete all magic 
creebons. Salactlng [Oslete All] displays a confirmation 
message. Select the appropriate button. 


MEM 

At the lop of the screen, there Is (MEMd#*) and [MAGUnj. MEM Indicates the overall capacity avallibls, 
which It not currently used by system date. MAG (Magic) indicates me remaining number of magic tbal 
can be created. MAG will be lepiiced in other edit menus wtth the lonowmg; 

Item edit cereen ■ ITM 
Chiracttr edit screen - CHA 
Moniter adit tcreen - MOH 
SkUl edit tcreen • SKI 


Om. 


Delete 


Del 


'Tlwiaeol time camnands is tMsifieK for ll»$tcontsponilingcoman(}saspl»retkil/ie Item, 
hlamCtWKtas,Sl!SI>n()Uons»Bdilsciteiv,wliKh\imbeil»scnl)e<llaltf. 



Selecting [Edit] from me command menu displays the magic Sst screen. In this screen, select a numoer 
derwbng No Data and confimi the selection using the 0 button. The mag« edit screen will be displayed. 

You can craate 230 types of magic bi the Magic Edilor 


to ^eh 

2t Hkie web 

22 Em tee ten 
22 Sla^r 
24 freen Juice 
26 Anerl 

26 Resurrect 

27 He Oete 
21 He Dele 


lafi ici Dmse 
Inflict Dneiee 
Inflict Deanen 
Sleep 

Recover 1^ 
Inflict Oemnse 
Revive 


Here you can set the effect of the magic. Selecbng 
(EfIectI disblays the menu of magic effects. Select a 
desired effect from me menu and press the 6 button. 

You can check the magic effects ilstad on pg. 67. 


Here is where the name of the magic will be enteted. The 
name assigned here will be displayed duilng Hie game it 
the name ot this magic. Moving lha curaor to (Name) end 
prasaing the 9 button dteplayi the text-entry screen. See 
pg. IS for text-entry proceduree. 


Before setting mie Item, sat [Spaclil Attacks] to ON In 
[Gameplay Edit). Here you'll deckle whether you're 
creating a Magic that uses MR or a Special Attack that 
uses HP. After selecting (Type], select Magic or a Speual 
Attack. 


2 lefl let Omuee 

Attack 

9 R9e4««r 

Cure 

4 Pti Mn 

Cure 

6 Care Silence 

Cure 

6 Cure Cenfuee 

Cure 

7 Otten $I«9f 

Cure 

1 C«r« Rartivn 

Cure 


“'-■f 

. ' 


J8 



















Us« of MP (HP) 

This Item sets the niue of Mp which ” 
is reduced when the tragic you're now 
editing is used. To set the MP value, move 
the cursor to pdse of MP (HP-When Special 


Attacli is select^] and press the 0 Dutton, Then, 

simply enter the desired value. 

iScreon t9-1) A masimum of 99 points can be set 


HEM 


Class (Magic Ctass) 

Before setting the class, set [Use of Class) to ON in 
[Gameplay Editl. Moving Rie cursor to [Clasa] and 
pressing the 0 Dutton displays tha class menu. 
Select a desired class you'd like to assign. The 
magic class is relatad to the monster class. Por 
example, when a player uses Class A magic on a 
monster which his Magic Class was set as Class 
B ma^c in [Monster] Edit (refer to page 41), that 
monster will get more damage. 

Cass names can be changed in [Paiameter 
Name). 


Points 

yyhen the iriagR you're sethng has the effect of changing a 
vakil, such as eving damage (in the tomi of penalty points) 
or lecovering HP, set the degree to which the v^ue will 
change. Sheeting [Points) displays the value-setting menu. 
Entv the desired i^ue. 

You cannot set a ne^hve value in [Points). 


m HWM Hew 

lUto t~Pl ilU Dmi 


U«t IT 


rxci , 


P*ia» 


ll«aicA 


IUn«* 

Ibstu* 




f V 


K«M1I 












0011 
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R«mc 


0r«9li>cft 


Krssisi 





R«cks 


You cent select this item unless you've set Effect). 


Use the sample set until you become familiar with the • 
procedure. i I ^ .. . 


Set the range within which the magic becomes ehective. Selecting (flatge) diwiays the Range menu. 

Select a range fnm the menu. [Single] means the magic 
IS ettectiva against «iiy one enemy: [Group] ogalnst 
enemies of the same t^; and [All] against all enemies. 

Graphic 

From hers, you can create animation that is displayed 
when magic is used during the game. Animation may 
consist ot three action stages: »is first, second and third. 
To create animation, first move the cursor to [Graphic] an 
press the 9 button. This displays the Animation Edit 
screen, wiiich Is explained in detail on the next page. 


N«m 


Erf«ct 
Ust of 
PoiBtS 

Ci M9 
Rutmo 


Utcooio 




















SEHING '^E GRAPHICS 



SCBEHtCfflUFieWAIION 

1:You emit the magic animation by setting the gr^lilcs ano movements lor each action. Three 
action stages ranging from 1 through 3 are available, but you don't need to set actions for aii. You can ^ 
check the current acton stage by the positon of the bar shown in the upper lett-nand corner of the screen. 

2: Load the sample animation data in all, tS data seta are available 

3; Specify the number correspoiding to the desired animation graphics. In all, there are 30 different patterns fnm 
which to choose. 

4: You can set different mavements. such as various fades, Flash and Fall apart. 

S: You can ipei^fy the sue of the animation grai»ilc at the beginning and the end. 

6: You can specify the po^on of the animeton graphic at the beginning end the end. 

7: You can sal the anlniation graphic In shaking pattern or turning pattern. 

B: You can set the pattern o1 turning movement, as well as rsversing. 

B: You can sat (he number ot animation graphics and their arrangement 
Effect 1 ■ Only one animation graphic 
Effect 2 • 1Wo animation graphics horlKinlally 
Effect 3 • Three animation graphics horizontally 
Effect 4 - TWO animation graplilcs vertically 
EfIectS - Three enlmation graphics vertically 
10: You can sat sound effects for the animatloh. Thera are 78 sourul effects In all. 



r SETTJNG THE A CTION 1 THRQIIQH ACTION 3 

Selecting an action nuirAer enables the menu for s^ng the movemern in animation. Use this menu to 
set the size and mlbonot^e animation. You can combine these effects as desired. When the setbng Is 
mplete, press the ® button to return to the Magic Editor. 




The more actions you set, the more complex the movement 
will be. 


MESSAGE 

Finally, set Bie message to be displayed when the magic is 
used dunng the ume. Selecting [Message} displays 
Massage Menu. Select • desired message. The table below 
lists the available messages. 


Set a different message tor each magic and special move. 


TABLE OF MESSAGES 

Summon - I 

Enchant -1 

Invoke ~ I 

Charm -1 

Call Upon -1 

Hurl -1 

Project - I 

Radiate • I 

Emil -. I 

Discharge -1 


Calhor.t 
Command -1 
Exhala -. t 
Ralaase ~ I 
Raisa ~ t 
Call Forth - I 
Rackon - I 
Awake - I 
Ignite - I 


' ' }l> EA«I« - ! 
Efflct -I 
Um if IF 


Freiavs 

Cieu 

f teeai 

(keetiics 


19 Relte - I 
l« Cell Ferlh - 
17 Be«kM - I 
1« <W*k« - 
19 laAit* - I 













1 F>ri 
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ITCM EDfT ^ 

In [Kem Edit] youll create a variety of Items used during Ok game. Voul also create special 
items surm as Transport and Key here Tin fctMwmg explains Ok procedure used to create items: 


S^t inem) from [System Data]. From the command menu that Is displayed, select [Edit]. For more 
information on the commands in this mnnu including [Edit], see pg. 17. 

SfECIfYglt THE EDITING ITEM 

Selecting [EdRj from the command iiKnu displays the Hem list screen. From this hsl selecl a numher 


tha selectioh using the ^ button. Tlie [item Edit) screen will be dt^yed. YOu can now edit a new Mm. 
^^^^^^SSSSS5SSS^3 A maximum of 290 Items can be created. 

X*ME 

y|B||||^K|Z]D^^^^^B Selecting[Nanw]displaysttwiext-entryaireen.Here.enter 

the name yw'Uasswi to the Item. EiMr tie name by 
foHowmg the same procedure as exptaned on pg. 15. 



Decide whettw or not to display the contents of the effect ol the 
selected Hem when the list of Hems belonging to the character Is 
displayed durmg the game. To use this function, select [Stats], press 
the 0 button and salect [Hide] or [Show], 

Ttw effect of an Hem can be checked using the [Choc^ Rem] magic. 


IVw 

6 >IS 

I 


Set the type Of Hem you'd like to create, such as Weapon or Transport. Selecting [Type] ihsplays a menu. 
Select the Item type from the fisL The Hems you can select for each type are explained banning on pg. 26. 


The conterHs you can set change according to the type. 


Decide whether or not to make the Hems sellable at a store 
pg. 14 Book 2). Move the cursor to [Sett], then press the 0 
button. Meet YES or NO. The selling price will be half the 
amount set as the purchase price (In |Goid]|. 
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WHENWEAPOHISSEIiCTtP 

Graphic 

Set the effect graphics used when the character attacks 
an enemy during Pane. Selecting [Grapnic] displays a 
lisl Choose the desired effect trohi the list. 


In [Gold], enter the price the player must pay during the 
game to buy the item at a store. Select (Gold), press the ® 
button ahd enter the desired value. The orice will be fixed. 
You cannot enter a hegabve value. 


Curse* 

Decide whether or not to moke tha weapon removable 
from the equipment. If the weapon Is cursed. It can't be 
removed from the equipment. Selsot [Curse], then YES 
or MO. If a Cure Curse magic Is crested, the player can 
remove tha curse when you use iha magic. 

Class 

You can set ne class of wsapon. Select [ClassI, then 
choose a desired class from the Class menu. This class 
Is related to [Qaes] In (Monster Edit]. 

Magic 

During bane, the weapon releases the speoneo magic 
when an attack command Is executed from lEOUlh] If It 
is so squlpped, or when used from [Item] It the weapon 
Is held as an Item. 


mio 

Set the characters that can bs equipped with the 
weapon. In the chvacter list dlsplayM from [Who], 
select a character uaing the left/right direcbonal 
buttons, then Indicate whebter or not they can be 
equipped with the weapon using the up/down 
directional buttons. 


Attack 

Set the offensive strengbi. Select [Attack] and e 
desired value. This [Attack] win be added to the 
equipped character's [Attack]. 


ELUQP 

Deckle wiKMr or not to allow the character to drop the Item during the game. Select [Drop], 
press the 9 button and select [AUe] or [Unable], 

If [Unable] Is selected, [Drop] can't be 
executed during the game. 
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BREAK 

In [Break], set the gercentage for which an Item 
has a chance to break. For example, setting die 
break percentage aa 1D% means the Item will 
break and be lost after H's used approximately 
10 dmes. The larger the break percentage, the 
fewer times the Item can be used. Selecting 
[Break] disolays the menu used to set the break 
percentage. Set die break perc«itage by 
choo^ng the desired value from the menu. 

The smaller the break percentage, die longer the 
Item can be used. 


ITEM EDIT ' 

ITEMS THAT CAN BE SET BY TYPE 

Tne previoutiy explained it«iis are set with die same procedure, regardless of their type. The following explains 
the items that are set diflerendy, depending on their type. See pg. 24 for [Type]. 


ATKt 

Decide whether the adack can hit an enemy or enemies 
once or twice at i time. You can increase the number ef 
attacks allowed by selscdng Attack +1 from [Abillt|i] In 
[Skill Edit], 

Range 

Set the range within which the weapon Is effective. 
Selecting [unga] displays a menu. Set the range by 
selecting [Single]. [Group] or [All]. 

WHEN ARMOR, SHIELD OR HELMET 15 SELECTED 

Curse ' , 

Decide whether or not to make the 
armor/shleld/helmit removable from the SQuloment. 

It the armor/shield/hsimet Is cursed, It can't be 
removed horn the equipment. Select [Curse], ^en choose 
YES or NO. II a Cure Curse magic is created, dis player can 
remove the curse. 

Magic 

Dunng batde, the armor/shield/hamet releases the 
soeclfted tragic when an attack command «executed from 
[EQUIP] if it !e so iduipped, or when used from (Item] if the 
armor/shield/helmet is hold ae an Item. 

Who 

Sat the characters that can be equipped with die 
armor/ahield/helmet Selecting [Who] di»lays the character 
list. Select a character using the lefl/right directional 
buttons, and then indicate wheth^ or not they can be 
equipped with the armortshleld^elmet using the up/down 
directional buttons. 


f r- 













SettheguanSngpovieroftheamior/shieid/hdmet. 

Sti8ct(Guan^ and enter a desired value. The value sM 'fi 
[Guard] win tw added to the [Guard] value o( the 

equipped character. ^ 

a m ACCt SSO RYBSaKTED 
Ettaet Curse* 

Set the type otauaity that will be mamteted when Decide vdietherw not to make the acceaeorytsmoval* 

equipped with the accessory. SeleetmglEtlectj displays a frorntheequpmenlHtheeccessoeylscwsed.iteari-tbe 
memi listing the settable abilities. Select the desired ability. egupment Select [Cine], than choose 

YES or NO. It a Cure Curse magic is ceafed, the playet can 
Mottling remove the curse. 

No effect 

M DEF Md«in 

ktcrease or decrease Magic Detensa Cunng baide, the accessory teieeses M specrfM teagic 

Attack when an attack command Is eiecuM hem [EQUIP] Hit is so 

iheriise or decrease Attack point equipped, or when used from [Nem] d the accessary is held 

MegleGRD aienitem. 

Set the % ot Magic delenee. Use this effect 
you can create the accessory which never I*"* 

gets any magic damage If equipoed. characters that can he equipped with the e 

toert Selecting [W^dlspleys the character hat. Select i 

Increase or decrease Guard paint character using the lelVrIgM Hreciionei Duttons, n 

MtgicA indicate whether or not tti^ can he equipped with 

mcreise of decrease Magic A pcim awmssory using the i»i«owii dtrecBo^ 

Increase or DecreaeeAGt point 

MagicB Set the amount try which to change the value of tin 

\ increase of decrease Magic B point specified m [Effect) Jelect [Value], enter the deSrs 

Luck and then press the 9 button to confirni the selecti 

Increase or decrease Luck point 

Increase Of deciease Magic C Pont 

Incrase of decrease None class Magic point 

Hint: OffterencesbetimeitU Off and Magic GFD-UDEFwHimtaseerileataseotlttgic 
' Defense (± 0 ■ 99S9). Uagic GW sets Sie % 0 l nugic damage you can ptvMit It you set S)%, as 
long as you eguip Oils accessory you can pieeent 50% ol any magic (image, ff you sef 100%, you 
can create an accessory lltatialllimventaf Magic damage as king as player Itas It egoiiiijett 


Sol the characters that can he equipped with the accessory. 
Selecting [Whi^ illspleys the cheractsr hsl. Select a 
character using the lelVrIgM Hreciionei Duttons, and then 
indicate wheffiM or not tti^ can he aguipped with the 
accessory using Bis up/down (RrecUonal buttons. 


Set ths amount try which to change the vaM of the ability 
specified m [Effect). Select [Value], enter the deared value, 
and then press Bie 9 button to confirni the sefecfion. 


IIWEN MAGIC ISSEliCTCD 
Magic 

You can create an Hem capable of inflicting speciflc magic damage Select [Ma^cj and set the desired 
ma^ by malung a seletikm horn the list. 



You can ciaate an item that enaMas ths character to recover their HP or status. Selecting [Cure] displays a list of 
seeactahle Items. Seisct the desnd eflecL 

VahM 

K [HP] ur [MP] is Specified in [Cura], set how much die HP or MP value wU increase. Select [Value] and enter a value 
to be added. 


WtUN TBAHSPfiRT.lS.SELf ^ 

Typ* _ 

Select Bk type of tianspailiteni. Bring the onaor to [Type] and press the 9 button. You can new choose [Boat] or 
[Bkmpj. 

WHEN KEY IS S&ECTED 
Key 

>du can create eight types of keys, from A through H. From flie list that is displsyed when [Key] is selected, 
tiHwse a dashed key and confliTii the selaction by pressing Bie 9 button. 

WHEN FOQP IS SUfCTED 
Food 

A Food turns Into an item capable cd changina the cdiaractsTs abiliv. Selecting [Food] displays a list of specifluie 
abdltles. Specify the desired Item. 


Set the amount by wtech U increase or decrease Bie value of the ability spedfled ki [Food). Choose [Effect] and enter 
Me value to be added or deducted. You can set a negative value. 


STR-Strength 
OEF-Defense 
STA-Stanuna 
IMT ■ k i te l igen cfl 


AGI-Agility 
Ludi-Luck 
M DEF - Magic Defense 
EXP • Experience 


Only level up or this Food can increase chancters' ability. 

* To nmove from (M aqurpoiMt any Item cursed during the game, use a magic that releases rl from the 
curse lem), 



CHARACTER EDH 

hi [Character EdA| you'll create main characters hr the game by setting parameters such as 
name and Hit The taHowing explains the procedure used to create the characters. 


Selectlng[MainCharacters|iti[Systemaata|iltsplayslhecontmaiidmerKtior|CharacterEdtt].Selectiag[Ediq '■'y 
from this menu displays the mam character hat screen, where you can create a new character. See pa 17 tor other 'j 
commands. i 

STMIflMD 

Specify the members of the party with which the game wW ' 
start Selecting [Start Party] from the command menu displays 
the membar selecbon ureen Hove the cunor to a member 
number and press the O button. You can now setoct menOers 
who win form the party. Selict tho dosued mem chwKMs. 

You can chocea a maxunum o( lour chanctirs lor the Starting 
party, 

SPEKFYIH6 THE M AW tHAMCTa TO HOT 
To croolo a now character m the mHn chmctor hst aoeen, 
select a number ttenodng No Date. The hWn Character EdHor 
wW bi Oa^ayed, wlin which you can a«de a now chncloi. 

To edit a mam chmicMr youhit Hready aeatod. satocl tbi 
number corrospeadhtg to Vial characlar 





NAME 

Enter the name o( the mam character. You can enter a maximum of eight letters tor each name. See 
pg. 1 S tor a detailed expUiabon of the entry method. 

mi 

specify the skM of (he main chncter (see pg. 33). 

Setting a skM anaNes the sethng of special abdhlM and 
values applicable to the skil. SHodkig [SkM] and 
confirming the aotocbon dlsptayi tie moiw ueod to 
spedfy tw skM. From tie menu, set the SkM you'd like to 
aaoign to t)o mton character 

Son pg. M tor i IM o> special abiHtoe avattobto tor each SkM. 


snt • Strength 

Each tme tie lovM of the charactar Inctvgsas, tie vahit of 
Dio character's |S^ paramotor incroana by tie value sot 
bore. TMs setting Is round to tie chiraciora attack power. 

DEf •Otfooso 

Each tmo thf Uvoi Of the tiuracnr nctaasts, tie valua of tie chamctor’i [DEF] parameter Increasec by the 
vHue sot hen TNs settiog Is routed to tie characnos defensive power. 

STA-Stamina 

Each tme tie Uval Of tie duncierincraisas, tie value of tie dwicter's [STtlparametor Increases by the value set 
hora TlHS sethng is reUted n tie characiat's HP value. 

HIT - uteHigsnca 

Each ima tie level «l tu charactar kicraastt. tie value of tn chenctor's (INI] parameter increases by tie value set 
hara Thu sattrig Is reUtad to tie OaracSer's MP value. 

ttl-AglHy 

Each time tie level of tie characttr fncreases. tie vakie cl tie character's [AGI] paramelar increases by the value sat 
here. The liigMr die sot value, tie easier H Is tor the character to escape tie battle. 

luck 

Each tme tie level of tie cturacler tocnasos, tie value of tie character's [Luck] param^r Increases Py the value set 
hero. The higher Dm sot value, ttw less Kely It is that tie character wM fat prey to ar enemy's attack. 



M DEF • Maidc Defense 

Each tmo tie level of Dm character incioases. the value of tM character's [M DEF] paramelar Increaseabytie 
nlue set here. Die Mi^ Dm set vakie, tie lass tkely It Is that tie chaacter will submit to a monster's m^c. 

















/ ~ mEttlfVEL 

Here rDu'l specify me level ol each magic 
Dot the ctnctef can maehr. Selecting [li^ 
Lnel] Asplars a kst oi magic. Choose a desired 
I magic end press the Ohutlon. Then, snplysRer 
ine level el magK the dwacter cai masK 

The character «■ nol maslei 3 magic for whldi no 
[M^le^lsesl 
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SMnK/MtBJBift.lCOLOR) 

n IGraphicJ, specify the graph ic.s uaad lorthe 
charactei Seiwtmg IGraptuc] deplays Vw screen horn 
•Hvch you can ealect Iho nuirtei conoepondlng to the 
gtaphici you'd Hke to assign the darecler. Use the 
dracoonal buttoni to view dinereni giaphics, then 
choQoe lie desired chaiactor graphics. Once the 

character graphics ere set seiecf one of the four color patterns tor the character In [CLI^. 

Soty-ei^ graphics are available.’ton can also crette your own character In Anlnw Maker. After you import the dete, 
you can choose it here. 



























SKILL EDIT 

In [SklK Edit] you'll create ttie characters can acquire. Sethng a skill to the character 
grants him the corresponding abilities. 

EOlJ 

Selecbng ]E(Wj dlspl^ the skill list screen. To create a new skni, move the cursor to a numbar denoting No 
Data and press tne 0 button. 

tfeCIFYI| M THE EDITING SKILL 

Selecilna [Edtlj from me coinmand menu displays the item list screen. From this list select a numder denoting No Data 
and coimrm the selection using the 0 button. The (Item Edit] screen will be dlsglayed. You can now edit a new item. 

Name 

First, enter the name ofthe skill you'll be creating. Enter the name by following the procedure ekplaintd on pg. 15. 

Ability 

Before setting an Ality. you must set the use of abilities to ON in [GamaPlay Edit], Selecting lAbllityj displays a selection 
window. Select the desired ability from the window. , 

UilKies 

The di^teiscan have abilities other than magic or special attacks by acquiring the sklDs that accompany these 
atukties. 


TABLE OF ABIL ITIES 
t, None ■ No ability. 

First Attack - Enables the cliaiactar to attack before the enemy does. 

Treasure Find Up ■ Incieaeee the onAablllty at which the treasure bos ^ows up upon defeating the enemy 
1/2 MP Cost • Reduces to half the value ofthe UP consumed whan magic ie used. 

2ii Magic damage - OouOlts the magic damage sustained by the enemy. 

Critical Hit Up - Increases the probability at which a cribcal hit occurs. 

Battle Heal ■ Causes the HP value to Increase randomly durng biRle. 

Counter attack - Enables the character to attack at an appropriate probability when attacked by the enemy. 
Attack +1 - Increases by one count the set number of attacks allowed with the weapon. 

10. Reflect Attacks • Enables Pie character to reflect the attack and inflict damage upon the enemy. 

11. HP Drain - Sometiraes increases the charactei's HP vaiue by stewing the HP ofthe enemy being hit. 

12. UP up ■ Increases the EXP {experience) value gained upon defeating the enemy. 

13. No Class • Ignores the class relationslkp betwean toe magic and Pie ffiiemy. 

14. Random Ability - During battle, the character cdioose rnie of Abilities randomly In each him, therefore, In the 

baPle, each turn, the character has different ability. 

15. A) • Causes the character to act according to the situation without accepting commands Issued during hatPs. 

16. Resist Magic • Causes the enemy's magic to become Ineffective during battle. 




mWSIMrCANBISETrNSKIUEDIT 

Sm-Stnailk 

Each bme tha cMractcrs level Increases, 6ie value of the character's {STH] parameter Increases 
by the value set here. This value affects the character's attack power. 

DEF - Defense 

Each tlmethecharacter 's level lncreases,thevalueofthecharacter‘s(DEF)paraineterliKrsase3by Die value x, ' 
set here. This value affects the character's ilefensive power. 

STA - Stamina 

Each time tha character's level Increases, the value of tha character's |STA| parametM Increases by the value set hen. 
This value affects the character’s HP value. 

INT • Intelligence 

Each time the character's laval increases, the value of the characters [INT] parameter Incieases by the vakis set here. 
This value affects the chaiacter’s MP value. 

AGI • Agility 

Each bme the dwracter s level increases, the value of the character's |AGf| parametsr mcr siSM by the value set here. 

The larger the set vilue, the easier it becomes for the charscter to escape a bene. 

luck 

Each bma the chbrscter's level Increases, the value of the character’s (Luck| parameter kicreaies by the value s«l here. 
The higher the sat value, the less likely it Is that the character will Ml prey lo the enemy’s atuck. 

M DEF • Magic Defenss 

Each time the cheractei't level Increases, tha value at the character’s (STR| parameter Increases by Die vakie set here. 
This value affects the character's defensive power agalnsi magic. 

S - SPBIALAHACK 

Select ng this item Displays the setting screen tor Special Atucks. First of il. you Dtcufe what lavfl of ptayar can gel the 
Special ADack aflei Ihs iiri^er acpuires the skin wfilck you are now creating Choose the level lot apedal attack) you’O 
like to set and press tha 0 button. The liei ot Special AOuks (magic) ysuhre craated in advance w« be itsplayed. Setect 
the Desired ipeclai move trpni the bet. - 
Special Attacks are created using [Magic EOrt). 

^ ^ Special Attacks usng (Magic EdAI 

^ . - I before selling an (SATKl. 


GOHPm ON 

Condition is a funcbon that Mows Ihe character to change their skills by visiting a Skills selecfion sImv 
( see pg. 14 Book 2) once a specific condiDan has been sabsfied. In [Condilion] you'D set the conditkins tor 
chwi^ in sUH. Selei^ this Item displays the condHIon Ust screen. Select the item you'd like to set as the 
comnofl. then press the nghi directional twtton. You can now set the spedflc content f« each conditional item. 


All dams can be sat as conditions fcir changes in skill. 

Isvd-MO^ 

From LsvnI through M DEF. specify a desiiM value as the 
condtSon. hi other words, fhe chanefar can change ttier 
sUls when the applicable value reaches the specthed 
number. 

un. 00.-Level 
STB 0000. - Strengin 
OEF 0000. • Defenee 
STA 0000. • Stamin 
INT 0000. • Intelligence 
ACI0000. • Agtty 
LUCK 0000. • Luck 
M DEF 0000.' Meglc Oetanse 
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Characters 

Specify Oie characters thet can ecgurs the ski* you’re now edtbng, Selechng this Rem end pressing the right 
drectlonil twlton displays tha chncler selection menu. In this menu you can salect the applicahle diameter wifli the 
leWngM direclional buttons, ml switch between 0 (elgible) and X (not eligible) using the up/down directional buttons. 

Htsllein 

The chncler can change therr skHls otRy when they have a specific item. Here, specify the Rem used ai fhe condHion 
for diaoge in Htghbjpt [Has llein] and choose a specific rtem whKh you ersale using [Ram EdR|. You have to 
create Rem/s using (Hem EdA] belwe setting tMs. 

Switch WON 

The chncler can change their skRls only when a sptcific switch is set to ON. For [Switch), see pg. 9 Book 2. 

His 9 SkMl 

The character can dangeOieirskills only when they currently have a specific skill. SpecRy the skill to he set as the 
condthon. The ski has to he created hetoie setting this Rem. 











NAME 

Select a monster numlier with New Monster Indicated next to 
It, then press the 9 button. The text-entry screen will be 
tUsplayed. For text-entry explanaOons, sea pp. 15. 


MONSTER ED(T ' 

In iMonst«' Edit], you'll create oata tor monsters that will show iip during the game. To place on 
a map the monster ytxi've created In bits editor, use [Monster Appearance) In [System Data] (see 
pg.53). 


ifiC 

Select [Monster) from [System Edit). When the edit menu is displayed, select [Edit]. Other commands are explained 'v ' 
on pg. 17. \ 

SPECIFYING THE MONSTER TO EDIT 

Selecting [Edit] from the edit menu displays the monster list 
screen. To create anew monstei, select a numbar denoting No 
Data. To edit an existing monster, select that monster. 
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HP and MP ara displayed next to the name of the monster. 


^ ITEMS THAT CA H BE SET 

r Setthe[HPjvaiue.Amaxlmumat9,999polntsoanbesetforthlsvalue.'nielargetthisvaliie,thelarger p 

^ the monster's STA value will ba | 

HP j 

Sat the [MP] value. A maximum of 9,999 points can be set tor this value. The larger this value, the larger the monster's [ 
MP value will be. | 

Attack 

Set the [Attack] value. A maximum of 9,999 points can be set lor this value. The larger this value, the greater the I 
damage sustained by the main character will be. 


Sat the [Guard] value. The greater this value, the higher the monster's guard against physical attach becomes. I.t., 
the monster will be less likely to sustain damage from the main character's physical attack. 

AGl - AaliHy 

Sat the [AGl] value. A maximum of 9,999 points can be set tor this value. The greater this value, the lass likely It Is 
that the monster will (all pray to the mam character's attack. 

M OEF - tdaglc Dafansa 

Set the (H OEF] value. The greater this value, the higher the mohstar'a guard against magic becomes, I.e., the 
monster will be less likely to sustain damage from the main character's magic attack. 

EXP ■ Experience 

Set the [EXP] (experience) value. A maximum o19,999 polnto can be set (or this value, wmi becomes the experience 
the main cnaracter gains upon defeating the monster you're now crsating. 

Gold 

Set the [Gold] value. A maximum ot 9,999 points can Pa set tor this value, whicdi bacomes the amount of money the 
main character gets upon dsleating toe monster you're now creating, 


The game kees a good sense of balance if strong enemies appear right attar 
the game 1 $ started ot week enemies show up toward the end of the game. 
Consider toe attack power and stamina of the main characters, and properiy 
sat toe strength of each monster by checking the belence through repeated 
teal plays. 

Make the Boss slightly stronger than the others. 












EDIT AnACK/TREASURE 

Sel«cfing^[iitAttick/TrBasiire|disptaysthesaMninvrtiichyoucinsetttMattick|ianemsof ^ 
Rionsters am) ttams regarding ttia treasure box. 7en Items are available In Oils soeen, Includng 
(Abliitlesj and [Treasure] ■ (Treasure Box ProbaMity). Tbe lollowing explains Dm procedure used to set 
eacti Item. The It^ set liere can be chadrsd tn [Battle Test] Irom [Monstei Appearance] 

When tlw tfMiacter defeats a monster In the bstlle, tw reeetves a Dassure box containing an item. 

ABIUTIB 

Hereyou'H set 


a special Ulllty (Went) tot each monster. 

.. itles] (ksplays Die ability list scieen. Select Die 
ability you'd Itxe to assign Die monster you're now creating 
See Die table below for the abilities that can be set. 

TAHE OF ABILITIES 
■a crtical Hits 

The monstei will not score any critical hits. 

CrWeal Hit Up 

The moneter's critical hit probability will go up. 
Boubte Attack 
Attack twice in oie turn. 

MulU Attack 

Attack Otree Ones in one bm. 

Miss 1/2 of the attacks 

Tbe probabdity that Die Monster wiU miss On 

attack will be 50%. 

2 > damage 


ATTAC K PATTERtlS 

Set the pattern in which the monster mounts its attacks. Select the acSon pattern, then press the right 
directional button to enter Die probability at whkSi Die monster mounts the applicable attack. When a 
probaMlty is set for all acDon paltems, the total protublfity value should not exceed 100 %. 

HWMAl (Oirwl attack pafleitt) 

Normil Attack - Attares only aa a physical attack. 

Charge Attack Imnnal damaga] - Attacks by charging but receives a counterattack of the character Mng attacked. 
Poison Attack - Poisona the character who has sustained damage. 

Paralyze Attack ■ Paralytes the ctiaiacter who has sustained damage. 

Sleep Atteck - Puts to sleep Dm character who has sustained damage. 

Petrify Attack • PeDifles Die chanctei who has sustained damage. 

Critical Hit • bimediaiely kills the diaracHr who has sustained damage. 

ACTION (bidireel attack patten) 

Do nettling - Does no) attack or defend hnnsetl. 

Guard • Guards tlknsen. The damage mflKtod by the character is reduced a about half 
Floe - fhms away from the batoe.'R m character will not gain EXP from a monster that ran away. 

Self-destnict - Selt-destnicts whmi the HP value drcfis to half Diereby Inftlcdng damage upon the character. 

Steal MP - Mounts an atack lo steal MP Dorn the character. 

Hide - Hides tinisett. Even when the batbe ends while the monster is in hiding, the character sbll receives the 
treasure bin and ottier entitlemenB. 


Magic 

fikxints attacks using Dm magic sMcified here. 

S ATK (Special Attack) 

HounB attacks iskig Die special move specified tMre. 














ri EMSTlUir CAWBESET ^ 

This SKtMn nplains me s«t6ng Ittms reganftig monstefs other than their abfehes aid attack 
MtMme. SMctmg the item you’d tte la set displays the corrNponhng menu. Vov cai use this 
menu la ut the contents of the Ham 


Set tie ciiH of the monster you're now netting. Selectint the item di^Mys the dase menu [Magei^lMagicB), 
[MagicC] and [Non«|. The desses displayed are the same as thoee of magic. This Ram can be sal H [Uw of Clasd It 
set b Ofl in (Gamepiey Edit]. 

iHPOfiTAMTt 

Remoriship between Magic Class and Oemaga: 

The ohart Mow expIMns the relaMnahip between Magic Classss and damage. 

The Chart txpitiiie when the magic daes of Monster ii set how much damage Dia mam characters c«i give b monatan 


■aiiflamtWMIUifaciniil 


FOR EXAMPlf; wlen you set the 
monster's dats ai Magic A, Qass C 
megle wM cause aiore damage than 
using any Otar ctass magics. 


paBane lor the monster selected b tOnpldc). The color pattarn changes each time 


ttagfe SRB - Rbgb tartf ' 

Deode whether or not b oneHe tie muic guaid value 
set In (M DEF], Thisitencenbeselilftaeof Oas^ is 
setUOFFiniaMneplayEdiq. 

MsfcA ^ 

Decide whetier or not a Claes A magic 
X attack, releesed from the mam character 
, oarty, is etieedve [0N| the monster you're 
fc. now creating. 

if |0^ Is selected, the monitar will not 
suetski any damage tom CUM A magic. 

MagIcB 

Decide whether or not a Cbas 6 magic 
attack rsbiiad Irem Sia main chwacter 
party.iselbctlviontnimonsbrycu’m 
now creating 

It OFF is salecbd, the monster win not 
^ susuti any damage from QaseB magic. 


Magic C 

DeM whether or not a CUs C magic attack released 
from the main efe*i|gbcjiar1|i. is etbc&ve on the monster 
yevTit me CTftiBhg 

If OFF e seteebd, the monster wM not sustain any damage 
frwnClaseCmagK. 

None - Ho dMS magle 

Oeclde whetier or not a He CbM magK attack released 
tram the man characbr party, it efiectne Oft the moRSbt 
you’re now crstbiig 

tt OFF li lelecbd, the moneasr ml not euMb any 
damage ttim No CbM flwge. 


TfSASURE 

Set tie probability at wMch be characbrrecehni a teasure box igion defeating (ha nwister From tie 
menu dbpltyed when [TmwMmJ la eelecbd.Oiooee tie desired pfotabBtyvabe. 

What is Treesan Bex? 

The teesure boa is a rew ar d the diaracbr receives upon daftAng a moniier at batda. You can apacify tie ibm 
contamed in tw treasure Hex, Only one Ibm cwi be piaM ti tie treasure boa. The chancier can't receive a treasure 
box K aU ensmiee have run away dwMg betlta. 

CONTENTS 

Set the Item contained in the team box. Salecllng |ContenU] displays the menu used to apecify an item. Select be 
desvaditem. 

ORAPtHC 

SetthegnphKsbtlhemiinetei Seltcl|GrMiMc] and uee the dkecthmal buttons b select the monster. 

Cetar 

be ^button Is praBed 

Reverse 

Decale wnether or not b use tie monster graphics by reversing it IBO degrees. 

Selec&ng a graphic enters ttie name automatcaHy. If you 
don't want U spend time on name entry, you can select be 
graphics first 

HOW TO USE AN OR IMHAL M ONSTER 

Create a monster in Anime Maker, ben save the data to the 
Memory Card. Next bed it into the game data by following 
be same procedure explained on pg 32. 







DUNGEON EDIT 

Here you’ll create a dungeon m«i on wniclt the main character actually engages In action. You 
can create an original map by combining Citferent parts, such as towns, cities and dungeons. 

Use me various graphic data proviOed with the software to create an interesting dungeon. 

EDIT COMMANDS 'x 

i - -I-'.tV-. rr -- 

- li Used to create/edIt a dungeon map. In ISamplel, you can 

use the sample data provided In the software. In [Custom], 
you'll create an outside world, or dungeon within a building. 


Move 

Used to change the map number of the dungeon you've 
created. Select a map and move the cursor to its destination, 
then press the 0 button. If data already axists at the 
destination, that data will be overwritten. 


Copy 

This Is used to copy a dungeon. Select the dungeoh you'd like 
to copy, tben specify the destination. A copy of the selected 
dungeon will be created at the destination, it data already 
exists at the destination, that data will be overwritten. 


Delete 

Executrng mn contmnnd deletes me sMted dungeon. If you'd like to delete multiiHe dungeons, you must select them 
one by one. 

Delete All 

Used to delete dungeon data at onca. Dalated data cannot be restored. 


Select [Edit] m Dungeon Edit. Selecting the dungeon you'd like to edit displays the creation screen. 

^ Select [Sample] or [Custom] to display the map-creation screen. If [Semple) is selecied. the screen will only 
display the Name, SGM and BG (Background Image) commands In the edit command Itsl When [Custom] is selected, 
all commands shown below will be displayed. ,1 miii i_i ij ■ ■■ -^—.. 




Use the various functions available to create a 
dungeon tbat malones the one you've imagined. 


teMO Hm UunMin Btt OrNem 

'iaS8 


EXPLANATION OF COMMANDS 

Inionnatlon wintlew: 


ND. indicates the map number and name of the 
dungeon map currerrtly being displayed. 

BGM Indicates the B6M set for the durgaan map 
currently being displayed. 

Size Indicates the size of the dungeon map 
currently displayed using the number of 
map parts. 

MEM Indicates the overall capacity available that 
la not currently used by system data. 

Uaeil Indicates the capacity used on the dungeon 
map screen currently being displayed. 

POS Indicates the current cursor positicn In the map-cxsation screen. 

Auto Fix Indicates whether or not the Automatic Fix mode Is OH (or OFF). 

Shoe Icoit Indicates whether or not the created characters can move on me block or not. (0>0K. XcNO] 


CommaiMl list: 

Parts 1 Dl^lays die list cl parts you can use to create a dungeon map, one Ole at a time. 

Parts 2 Displays a pail list similar to tbat In Parts 1, but allows you to place many dies In a single operation. Select 

the stardng point with me ® button, move Ibe cursor to lay the parts down In a condnuous pattern and 
then press« button again to complete the operation. 

Cut Deletes the parts inside the specified area of the dungeon map and stores it In the clipboard so It can be 
pasted later. 

Copy Temporarily stores the specified area of the dungeon map. 

Paste Pastes the data temporarily stored using [Copy] to a speclded desdnation on the map. 

Name Displays me text-entry screen where you can assign a name to the dungeon map. 

BGM Sets the BGM mat will be played dunng the game while the screen Is showing the map currendy displayed. 

BG Selects wallpaper or tile as die background to be pasted Into the dungeon mag. 

Mode Toggles the Automadc Fix mode ON and OFF, which applies while creating a dungeon map. 
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You can also create a map liy placing the tile llrsi. 


CREATING A DUNGEON ' 

K Uelnj Sample Data 

Selsclxig {Sample] In [New Dunoon Data] displays a list of commands you can use to select 
desired giepMc data provided with the sottMare. Select one of the 20 ^pes of graphics available 
(Dungeon] A {Other], Ihen select die number corresponding to the Item you'd like to set. 


Ha suliLkA ^ 


Use the sample data that best matches tne setting. 

B. CreaUng Custom Data 

Create a new dungeon of your own. 

1 . Select tne type of map you'll be creating. Select fCustom) from 
[New Dungeon Data] and decide wnether to show the Inside or 
outside of the building with the nap. Pressing the 9 Dutton 
displays tne dungeon-creation screen. 

2 . Seie^ the parts you'd kke to use from [Parts t (2)]. First, press 
the 9 button to return to the Oungecm-creaVon screen, then 
move the cursor to the location in which you'd like to place Uie 
part Pressing the ® button displays a command list. Select the 
part from tne list and place It using the 9 button. You can also 
display the Part Selection screen using Ihs Start button. 

3. Select [Wallpaper] or [Tilal in [BG] to 1111 In the empty space or 
the mv- 


Use different parts for the Inside and outside to etiKbvely depict 
the different settings. 



[Cut] Is used to delete aess of the map you find unnecessai 
^ the area you'd like to cut, conTirm the selection, and set tne eni 
selected area. You can ^so delete an area by execuUng the commi 
The data dial has been cut is skired temporarily, and can be pasted. 


EOPWPASn 

[Copy] IS us^ to temporality store a specified ma of the map. First, select Uie area of Uie map you'd like to copy, then 
confirm Uie selection. Specify the destihaiioh and execute [Pute] to copy the sheeted area. 

You can paste the same data caitimiously unUl different data is 


Use [Copy] and [Paste] to copy the data. 

ABOUT NAME/BGM. 

Use [Name] to assign a name to the dungeon map. SelecUng Hus commvid displays the text-entry sere 
explanations see pg. 15). [BGUj Is used to set the B6M that will play m this dungeon screen during tne 
name of the BGH using Uie directional buttnns, Uien confirm your chcxce. You can also set No BGM. 


























(a-JMiaR!HINP IMAGE 

Background Inage is .1 functidii used to fill in empty space on the Oungeon map. Graphic data 
of [Wallpaper] and jnie] types are provided wihi the software. You can only set one t^e, 
[Walipwei] w [Tile], lor the background-image data. 


Different patterns of Oackground-lmage data are 
provided. 


ABOUT MOPESWrrCHIHG 

Seiecnng [Mode] enables you to t^mose wtietner or not to 
autonubcaily fix the arrangement of parts (ON or OFF when 
they're placed continuously. Selecting ON causes the 
tiioining parts to be placed/rearranged automatically, 
x but only when the specified parts are selected. You 
' can also switch Oetween the ON and OFF swings 
using either m or BO. 

Select the mode setting according 10 the dungeon 
you're cmating. 


FIELD EDIT 

Here you'll create a held nap, which will be used as the setting for your story. The held map is 
world nap that represents the entire world the main charaolats will explore In their adventure. Position 
parts by considering the geography ol the overall map, theh rafiha Ihe field nap by setting the towns In 
which various events take place and the roads that connect these towns. 




EDIT COMMANDS 


( Used to craatefedit a field map. Select parts from the fiold- 
map Part Selectioh screen, and place them on the screen 
you're now creating. You can create a maximum of eight 
field maps. 


Move 


Used to change the map number of the field map you've 
created. Select the nap you'd like to move. plSK the 
cursor over the new desflnatlon, and press fits ® button. 


Copy 


Used to con a specified area of the field map. When the 
destinafion»specified, the sane map area vnll be 
created In that location. If data already exists at the 
desdnafion, fiiat data will be overwritten. 


Delate 

Executing this command deletes the selected map. if you'd 
like to delete multiple naps, you must select them one by 
one. 


Delate All 

Used to delete all fleld-nap data at once. Deleted data 
cannot be restored. 
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Y following descrtbes the pmcedure used to cieste »htU map. ~ 

1. Selacling p*ls] from the cmwiM list m the map-creahon screen (or pressing the Start butlonl. Displasrs the Pin 
SeteeSon screen. Choose a desired part and pises the O button. The s^ed part will be temporarily stored, and 
youl rshim to the map-cietBM soaen. 

Move toe cursor to toe iMsired position and press the Q button. The selected pm wW be placed In the desired 
pcsita. b sure to placs the cuiw Inalde the while hams. If the cursor Is in contact with the heme, the pan will not 
be placed. 

Aepsat the above procedure to complete toe field map. Uaatul fettores such as ICut], [Copy] and [Paste) ate also 


EDE ^ 

Select dia reap ycr^d like to edit HI [Edit]. Press thee button to display the map-creation n 
screen. Presa the 9 button to diepl^ the command list, and use the commands to create/etot a 
map. The toUowing commands are avallahle when crMtmg a now map or updatng an map 

A maxUnuffl ol 360 parts can be placed on a single map. 

EXPl AMgHIH S OF COMMANDS 

NO. Indicates the name end number of the held map 

BOM. hdlcales the &ihfse/for the flew map currently I 

PCS (PuelOiin) Indicatee the cursor position to the 
map-creation screen currently 

MEM (Free Memory) todicales the overall capacity 
available that la currently not 
being used by system data. 

Used Indicates the capacity used on the Reld-inag 

screen currently being i^layed. I H 

Town Indicates the number ol the town currently being 

created. Tau can creiB a maximum ol 30 towns. - 

Pith Indicates the number at the Pato currently being 
created. Wki can craate a maxtoHim at 99 Paths. 


Place toe selected puts one by one. 

The [World Map] In 
whKh your adventure u'.J^ 

takes place is now ^ ' 

complele. I f—. 


Cenminds 

Parts 

Cut 

Copy 

Paste 

Name 

B6M 

Tile A 

Town 

Path 


BIAndlBI 

Pressing toe m or IB in the field-map position screen displays anottisr 
window next to ths cursor. Selectiiig [UP], [C^J, [Left) or [Right] 
.connected on the selected 


automaticidly displays ths partis) that will be 
sWe. If mere than ene part Is avallible, use the left/right directional buttons. 

Place the agpuciDie pert using ths 0 button. 
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Dastinatlon - Warp Ontinatlon 

CorniKt the town anil dungeon. Select the dungeon ol the warp destination, then confirm the selection. To return to the 
field map from the dungeon, you mutt set the event. 

Lnoatlon • Warp LacaUmt 

Set the exact location m the dungeon where the main character will appear. Chech the warp location In the dungeon to 
confirm the selection. 


Method - Warp Method 
Here, you can choose 
choose [Black (rneit)], 


the screen effect that will take place vrhen the main character warps. For Instance, 
the screen will tsde out 


TOWN 


Awweer Atnews 

DattiwatiMHaM 

0> 0 

Hathad Black 


TOWN-CREATION SCREEN 
Graphic 

S^ect the town graphics that you'll place on 
the field map. Various graimics such as oestles, 
houses, towers are available. You can also set No 
Graphics. 

Name 

Set a name for the town. The name will be displayed on the 
field-map screen wnen the mam character enters the town 
during the game. 

Appear - Condllione for Appearance 
Set the conditions tor town graphics. Selecting (Switch ON) 
(Display when tna switch Is DN| snaoies you to contrck tna 
appearance of town graphics using the switch number. If 
Select [Always], the towrt you cre^ will appear any time. 




PATH 

Set Pains that will connect towns. 

1. Pressing the ® Button displays the command list Select and execute path), and the Path-creation screen will ba 
displayed. 

2. Place the cursor on the town where you want to start the Path, and press the $ button. Next, select the town where 
you’d like the Path to and and preas the 9 button. The Path will be displayed. To create a Path, you must set two or 
more towns In advance. 

3. Wtien th« Path \t dlsolayed. a screen used to set the [Appesr/Move] w^]l appear. If you don 't want to sat the 
conditions, simply exit the scre^, if you want to use the switch to control when to make the Paths appear and 
when to make them movable, enter the switch numbar. 

Appear - Condttlona for Appearance 

Set the conditlwis tor Path. Seiecbng [Switch ON] (Display when me switcn ts 0N| enables you to control tho 
appearance of Path using the switch number. If you select [Always], the Path will always be visible and can be used 
^the player at anytime. 

Move - Conditions that enable the use of the Path 

Set tna conditions that will enable the use of the Path. Selectihg [Switch ON] (Display when the switch is ONI 
enables you to contrcri whether the player csn use the Path using the switch number. If you eeleci [Always], the 
Path whll always be visible and can be used by the player at anytime. 


/Vk r- 


Select the towns you'll use to start and 
end tt» Path In order to create the 
Path. 

You can control when to make the Path 
appear by setting the condttlone. 


AB9UT NAME. BGM AND TILE A 

Selecting [Name] lets you assign a name to me field map. In 18^ you can set 
the bardrgnxmd music that will be played duiing the game, [nia A] is used te set 
whether or not to wrinkle the map. The presence of the hie greatly affects the 
map's appearance. 

Selectng [Die B] makes map creation easier. 
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You must create data tar monsters and dungeon 
maps »i advance. 


MONSTER APPEARANCE 

You can set ttie monsters created in 

(Monster EditI to appear randomly on the 

dungeon map. Sefore setting any details here, 

you must choose either the map unit or the parts unit 

in (Gameplay EdH], Depending on your selet^on In 

(Bameplay Edit], the method of monster appearance will Oiflar. 

The monsters that you have set will appear on the dungeon maps. 


It you select [Aptoj in [Monster Appearance] In [Gameplay EOH], you'll 
set the probability at which the monsters appear lor each oungewi 
map. Selecting IMahual] sets the pnAablllty tor each part of the map. 


CORflEUTIQN BETieEEIi MONSTER AEPEABAHK AHILUONSTERffill 

To set the monstut appearance, ^u must create monster data in 
[Monatsf Edh) In system data first. You'll also naed the dungeon 
map data. 

In [Gameplay £014, a^ect [Auto] or [Manual] m advance to decide 
how tie monitn appear. 


\t9 «*n 


U Mt ^ MP vait 



5^ EDIT ^ 

9^ r^u Screen ^ 

r SMct the dungeon map ih[EdK] In [Monster Appearanffi]m 

order to decide how the monsters will appear. Selecting the 
dungeon map unit in [Gameplay Edit] displays the Menu for 
monster appearance, while selecting the parts unit displays the 

screen to select the area of monster appearance. ..i— 1 > ** ».» r. 1 

■ Vou'H set the monster you'd like to display on the dungeon map. To set the mohster, you 
can select a monslai created In [Monster Edit] in RPG Maker or in [Monstei] In Anime 
Maker. 

You can also set a monster you've created on your own. 

You can change th? probability o( the monster's appearance in [PrtMility]. There 
are Ten different levels • 0 (Mlii)-5(Max). In [BGM] you can set the background 
music thit Is piayod during battle. 

Battle Tisl 

After setbng the monster appeuiance. try the Battle Test. You can check die stiingth o1 the monstara you've i 
positioned Oy having them fight against the mam character you've created. Selict the mdn character, set the Pane d 


conditions m [Conditions], aid select [Start Test], The lest w ill begin. 

BATTLE.SQUEEH menu 

Fight Go to the FIghbng command menu. 

Auto Automatic ^hbng 
Ftee The party will run from the aiemy It posalNe. 

Setbng for Auto baMe. 


Date * for all character In the battle mclnded 
Main Characters and enemlea. 

Edit number of Main characters and monaters 
in each EDIT mode. 

Enemy or Main Character 
Guard 

Agility 

Luck 

Magic Guard (AM - MagicA, BH • MagicB, BM 
• MaguC, NM - None CPass Magic 
AttsiPi power 

Magic Ossa (A or B or C or Itene) 

Magic Guard by Class (AMj MafpcA, BM: 
Ma^ CM: MagicC, NM: None) 

Inthcata Status abnormalitlea (Death, Peittfy, 
Paralyze. Sleep. Contuse. Silence. Hidej 
Effect - M-FM:(Rellecl Magic), M-ResfResst 
Magic), M-l/2nes:(Resist Magic 50%), 
S-t/2Re8:(BeeistSATKS0t^ 

Ability listings next pegs. 


(3) Group: 

( 4 ) GRO: 

(5) AGi: 

(G) LUK: 

(7) MGR: 

(B) Attack 

(8) Class: 
(TO) MAG: 

(11) STA: 

(12) Effect 


Plan Setbng for Auto baMe. 

Config Various system setbhgswMiin the BaMe. 

Data DIspiaya all status data for patty membors and 
enemies. 

Exit Exit test play 


DATA SCREHt 

[D Data#:?’ (2) EdS#:??? (3) Group:’?? 

Name: ”””’ 

HP:’”?/???’ Mft’”’/?”’ 

(Ai'gRD;??” (SI AGI:?’7’'(«) LUK:???? (7) MGR:’??? 
(8 ) Attack: |L ?”? R: ????) (9) GUss: MagicA 
(t0| MAG:(AM:??? BH:??? CM;??? NM:?7?) 

(11) STA: Death. Petnty, Paralyze, Sleep, Confuse, 
Silence. Hide 

(12) Effeck M-Ref M-Res M-1/2Re8 S-1/2Res 

(13) ABI; ???? 




















(13) AM; 

Abinty — EDemy 

NO CRT Crrtical nit jxoDabllity town. 

CRT VP Critical Hit probabili^ up. 

ATKZi Double Attack 
ATK 3i Mulb Attack 
Mlst1/2 MIK attack probaMIty 50% up 
M6 2k Magic effect twice more 
Auto The probabilities which you set in {Aback 
Patterns] will be all ttw seine. 


WHEN THE PARTS UNIT < MANmLl tS U S ED FOB SETTIHB ^ 

1.3110 tollowing describes the procedure used to position the monsteis when the monster appearance is 
set using |Manual] infSamepay Edit]. [Manual] lets you posAon the monsters In a smaller area than 
wnen they're po.sitioned with die duiigeon map unit. First, select a dungeon map In (Monster Appearance 
Edit] in which to posAon the monster. The dungeon map will be displayed. 

T7,. J You can make the monster appear only within a specilled area. 

['.• .,• ..“J 2. Select the area in wWcn you want Ub monster to appear. Move the 

■ 1 cursor to me starting point and press the ©button. Then move the 

' .cursor to me ending point and confinn the selection. The selected area 


Ability — Main Characters 
First Attack 
Treasure Find JP 
1/2 MP Cost 
2x Usgic Damage 
Baffle Heal 
Counter Attach 
Relect Attack 


WHEN THE MAP UNIT1AVTQIMT1QJS USED FOR SEHING 

I The toiiowing describes the procedure used to position the monsters 
when monster appearance Is set by map unrt (Auto). By selecting the 
dungeon map on which to position flie monster, a Menu will be displayed. 
Select the monster to posAon In (Select Monster] and decide the 
probability at which the monster appears in (ProDabllty]. 

The probability of monster ippearance can be set lor each dungeon. 

/ (BGM] lets you sst the bsckground music that is played during battle. 
Selecting the main character that you want to use in the test and setting 
the battle conditions in [Battle Tsat) starts the lest. H you aalect [Exit] 
dudng the test, the test will be terminated, and you’ll return to the 
sefflng screen tor the baffle test. 


The area will be displayed In red while irs being selscted. 


COMMAND LIST: I IH . JgN 

Cut Data You can cut the monster appearance data you've I ' Tg 

already sat tc me area. |j__3,'' «'ii.i7 J 

You can copy me monster appearance data you've 
already setmtCe area 

You can paste the monster appearance data you've copted or cut to tbs area you want, 
area you've created. 

WHIN TO USE 

If you waril thiinslsrs of different types or levels to appear separately In one dungeon map, select (Manual] m [Gameplay 
Edit] for monster appearance. This Is usefid If nu've created different areas an me same dungeon m^ tor me main 
character to enter when his level Is low and when nis level is high. The game will be more exciting d the monsters are 
categorized on the same dungeon map according to the main character's level. 


You can move the monster appearance data you've already set to 
anothar dungeon ueing [Move], which is one of the commands for 
monster appaarance. [Copy] duplicates the data on the soecifled 
dungeon. You can't move or copy the data to a place In which no 
dungeon data is available. 


Paste Data 
Oelele Area 


note: 

ybu can nof use/Manna//and/Aufo/at Ae sanie tme rh one dur^eorr map.//jw set Sw (Monster Appearance/as 
lAutoj and ivanf to c/ianje fhe setlrnp as /Manoe//, salad [Mamij in (Atonstar A/yiearance/ m IBaweplsf fdffl ffien 
Oac* fp /Monster Appearance fd/f/ and select/fd/// and c/ioose the dungeon ma) you want to set Press fte v 
button to display COUMAND UST. Select Oelele area Srst. Then you can select t/te area/s) you want nwasfer Is 
appear in. 








GMtE INFO ' 

Hen you'll hi the game inlormation for the eianagement of game data. The settings here will 
enable you to display the title name of the game and the staff name during the game. Speci^lng 
the acenane name will also make data management easier. In addition, setting a password can 
piavcnt the data from being loaded by a third party. 



lET SYSTEM PATA SCREEN 
Title Name 

Enter the tide name tor the name. The tide name intered will be 
set lor display In the dtle edit menu. To display the tide during the 
game, you must create an event called [Display Title], In which the 
content ol the avont Is already set. 

Scsnarfo Name 

Specify the scenario used to start the game. The tcenarlo name can't 
be displayed during die game The name Is specified only for die 
sake of managing the scenario data. You can check the scenario 
name in the data load |save| screen stored in the Memory Card. All 
the scenario names can be set or changed in [Scenario Name] in the 
scenario reglsdadon data. 

Staff Name 

You'll set tour names for eadi Tide name and author name m the game. The mformadon sat here wdl be displayed on the 
staff Tide that appeaisi at the end of the game. The author name entered under [Ilhej at the top will be display^ as the 
creator name oa the load (save) screen in the Memory Card. 



|PI>»> tattr PaiMrU 
i: Ok •: C««fl 


jm 1 eiKk 


dooisa 


Dtl<l> Data 


System Password 

Set a password to manage the game data. 

^ Once you set the password, you'll not be able 
to load the system data unless you snter the 
pseeworo. This will prevent the data irom 
accklenlally being overwritten by a third party. 

Setting the password can prevent accidents from occurring. 


Attention: 

In the password setting screen, a warning message will be 
displayed [see the ecreenshot on the right). Dnce you set th 
password, you won't be able to delete it unless you Initiallzi 
the game data. Please be aOvised. 

Don't forget the password you've set. 


Delete System Data 

You can delete all the system data at onca There will 
message will be displayed before the deletion of data. 


be no need to select and delete data one by one A conhrmation 
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Name - Sort Items by name 
type • Sort ttie Items by type 

Cute - Organize ttie onier of items - Cure items being the priority 
AttKk -Drganizettieonlerof items-Attacking items being the priority 

Magic, Equip, S ATK 

You can check the personal data for a main character, such as the Magic, Satus, Equipment and Special Attacks 
currently set, by moving the cursor to the name of the character. 

Status 
PON Poison 
PAP Paralyze 
PET Petrify 
CON Curse 

Settings 

This is used to setup the Test Play. SelecUorts [Ipvihclbla] to [Game System] can be used during Test Pay only. 
[Invincible] H set to ON, the player will not lecelve damage during battle This makes checking all gams play 
•asler. 

[Battle] It set tc OFF, monsters will not appear in the dungeons. 

[Switch] Switch ON/OFF all SCO Switchas sat In Event Edit You can easily check Ev«its which use Ota 

[Switch) function. For example. If you sat up an event that uses a [Switch], like... Payer cannot ' 
go Into a building without a ticket. Once player gets Die Ockat, the [Switch] will he ON, and 

e ayar can go into the bulidihg. in this Instance, when you are In Test Pay, you car go hito the I 
lilding without having the ticket If you use this command to set the [Switch] ON lor the event. 

[Game System] Check the setting you have initialized In Event Command (Gama System]. 

Quick Sava 

Only during test play caimu save data using [Quick Save] without displaying the Memory Card screen. Selecbng [Quick 
Save) and pressing the button executes a save. Pressing the ® button returns you to Bia command-list screet. 

During last play you can usa the 9 button and dlrecltonal buttoni to allow the maki character to paas 
through/ignore dead ends, events and (Astacles sat on the dungeon maps. This function Is svallabla only 
during test play. 


iAHLE SCREEN 
Battle Main menu 
Fight Attack the enemy using 
the equipped weapon 
Auto Fightautomabcaliy. 

Flee The party i^ll run from 
the ^emy if possible. 
Plan Setting for Auto hattte 
Conllg Various system setting 
wrthrn the Batds. 


Fighting Command menu Status Massage 

An Attack with equipped weapon. Poison Contuse 
6RD Guard Qie character against PON CON 

an enemy attack. Death Silence 

Rem Use Item OTE SIL 

Equip Equipped Item release die Petrify 

specified magic when an PET 

attack command Is executed Paralyze 

from [Equip] if it Is so PAR 

eouipped. Sle^ 

Magic Use Magic SLP 

S ATK Use Special Attack 































Ttw Data crMled In RPG Maker« saved to a Memory Card. The Memory Card must nave a mMnuni free area ofttvee 
biocits. A data save or load eominand Is eiecuted from [Memory Caid) m the main menu. 

COMMAND SCREEN 


This command la need to load [System Datal and [Scenario Data). If 
a pasword liae been set In [System (Scenariol Game Info), you 
must enter the password. 


This command la used to save tne game data you've created Ki a 
Memory Card. If game data already sidsts on me Memory Card, the 
screen w^l displu a measage aeking If you'd like to ovenvrita the 
data, f^s tne v Dutton to cancel Itw sam. 


flB^UT TH^' rifM(?RY CflRD 


This command la used to check the saved data. 

^ WPflffl/MttlS • 

W With [import[. you can import graphic data created In Amme Maher. The imported data can he used as ItPG game 

\ data. [Delete] IS used to delete data that has bean hnponad 



4 BiMk 


A(e«9« in 


Creeti Ha* Oeia 


Craat* Hn Oeta 


IMPORT 

RPG Maker supports graphic data created using Anhni Maker. With Amme Maker you can 
monsters and Itife giaipnics To uaa data not created In RPG Maker, first save H to a Memo 
game data. 


This command Is usad m load data from the Memory Cant. Fast, select System or Scenario as me 
type of data you wait to load. NaiLselectmedata tebe loaded. If a passwonl is required, a password 
eritry screen will be dlsiAayed here. Enter the password and the data wi begin loading. 

The screen shows [Access In pngress] wHe 
data Is bwig loaded. 


This comnand la leed to save data to a Menury Card. Select 
System M Scenario as me type of data you want to save. When 
Itin save screen la displayed, seleci the data to be saved and 
press the 9 button. To overwrite lha existing data, select 
[Overwrtte]. 


You shouM save game data as often as you can during the 
creation process. 















How to Delete Data ^ 

_ W i.Select[[)eletel.HovBtliecufsoftD[MOTStet],[Characterlor[rit(elasl)wtypeofdatayou'd!i!(e ~ 

V to delate, tlien press the G button. A list ol Imported data vdll be dIMeyed. 

2. Move the cursor to tbe data you wish to delate and press the G button. Delebon will begin. When the 
deletion is comiM, the name of the data disappears and the field ^mws |No Data). 

UHUTY 

In this [Jtility] menu, you can Delete, Move and Copy tea data In your Memory Card. When your Memory Card Is Full and 
can not save the RFC data which you just created, you can delete some data In your Memory Card to make some space 
for your RPS data. 


How to In^rt Data 

I. Soled (Import and press the G button. Select [Monsterj, [Character] or [Title] as the t^e 
of data you'd like to import. The data-reglstration screen will be disolayed. 


UHUTY 

In this [Jtility] 
can not save ti 
for your RPS d 


' If hearts and certain other symbols are used In the System 
data and Scenario data settings, viewing tliase files In the 
I screen wlU convert these characters to asterisks. 0 


Caution 

Wills the Memory Card is being accessed to execute a save or 
load command, be careful not to perform certan operabons 
such as [1] pressing the reset button, [2] removing the Memory 
Card or p] turning off the povrer. Doing so may destroy the 
game data being saved on the Memory Card. Besides being 
ffiggered by th^ accidental operabo^ data may also be 
lost due to a power faihim. Exerdse due caution so as not to 
lose Important data. 


2. In the ra^slr^on screen, move the cursor to select the location where you wish to register the data. 

Pnssmg the G button dlsolaysthe data-import screen. 

3. Move the cursor to the data you'd like to Import and confirm the salaction. The message Access la in progress is 
displayed, and data Import starts. When ths Import Is complete, the display returns to the data-lmpoit screen. 

Check the available memory space when importing data. 

Set the Imported data In the game system. 


p.6ifri 

This command is used to delete Imported data. Select [Delete] from the menu. When the data-deletlon 
screen is displayed, move the cursor to the data you'd tike to delete and press the G button. Pressing the 
ID/ra buttons in the daletion screen scrolls the screen up, while pressing the m/IQ button scrolls 
the screen down. 
















Data Tablcs 


BGM TABI£ 

The tahle aelow nets the BGMs stmd In RPG Maker. You car use a desired BGM as a scund ettoct duihig an »i«M 


play It as the beckground music during game creation. 


0 None 

1 BATTLE 1 

2 BAHLE 2 

3 BATTLE 3 

4 CASTLE I 

5 CASTLE 2 

6 DUNGEON 1 

7 DUNGEON 2 
B DUNGEON 3 
i ENOI 

10 END 2 
It FIELD1 

12 FIELD IS 

13 RaD2 

14 FIELD 2S 

15 FOREST 

16 HOME 

17 OF^NI 


18 OPEN IS 

19 OPEN 2 

20 0PEN2S 

21 SKY 

22 TOWER 

23 TOWN I 

24 TOWN 2 

25 TOWN 3 

26 BAROQUE 

27 DANCE 
2« GA61 
29 GAG2 
3B UHKrai 
31 KANICY02 


mE SCREEN GRAPHICS TABLE 

The table below hsW ttie bardtgrojnd graphics for the bfis screen Sored in RPG Maker. You can also 
use a background drawn in Anrne Maker. 



SUI^ 


COUNTRY 


MA6IC SYMBOL 


BRICKS 


HARRIS 
























MAGIC EfHCT TABLE 

table Mew lists the kinds of Effect that can beset in [Magic Edl^. Seethe explanation 
beginrwig on pg. 17 for the proceduie used to create magic. 

[OUier s om, Attack: AIT, Cure» CUR, M ^ AID, Special = SPEl 

f Kene OTH 22 Deatt SIf 

2 Intiiet Damage ATT 23 Inertase AttacK AO 

3 Recover HP CUR 24 Ineruse Guard AID 

4 Cure Poieofl CU) 25 Increase AGI AID 

SCureSHence CUR 25 Steel MP AH) 

5 Cura Confuse CUR 28 Reflset Magic AID 

7 Cure Sleep CUR 29IDOS Res Magic AH) 

aCurePanlyzB CUR 29 50% Res Magic AH) 

RCurefHririfv OIR 30 50% Res S ATK AO 

10 Cure Curse CUR 31 Enemies HP AD 

llRavIvs CUR 32 Dispel AO 

12 Restore Slebis CUR 

13 Decrsase Attack AID 33Teleporl OIH 

14 Oemase Guard AID 

15 Pecmase Agility AID 34 Escape Dungeon OTH 

18 Poison SFf 

ITSRmce SP£ 35 Encounter Dosni OTH 

18 Confuse Sf^ 36 Check Item OTH 

19»em) SPE 

20 ParelyK SPE 

21 Petrify SK 




ITEM TYPE TABlf 

Mr TliefeHowingtacielistsihetiiiesofitenisthatcanbeselHiinemEiktI.Seetfieexplanahon 
' beginning on pg. 23 tor the procedure used to create an tieni. 

QDKB 

Cannot be equipped. The Item « of e type ether then the tDtiounng. 

in etiher hand. An Men ol IMS type has the e&HIty to mcncM or decrease the chsracter'a attack power 
byadssnduMue 

AflMOB 

Can be equipped on (hi body. An Hem ottlw type has the ttOty to increase or decrease the character's guard by a 
desked vahia. 

SHIBJ 

Cwi be used In eCw hwd. An Hen of tiiii type has toe atokty to increase or decrease the character's guard by a 
desired uahie. 

li&MEI 

Cm be equipped on the head. An Item of Ids type has toe ability to increase or decrease the character's guard 
^ade^vMoe. 

MCESsonr 

When equicped,* Item of tMs type csi be used to uteres or Mkease by toe desired value a speciRed abilHy otoer 
toan basic tiuHbes 

MAGIC 

Cannot be equipped. An Hem of this type gives magic damage when used. 

CUBE 

An rtem of this type ie used to lecover HP or cure an ibnomai status eudi as a polsan. 

TRAHSPOBT 

vn can create I botl and a Mimp. 



An Hem of this type is used In an event requiring a key. 


An Item of Bus type s used to toerese or decrease I steciRed basic ability by toe deeked value 







R^YHLTY-rptT LiCfna 






Von art ttrtltM lo a world-wMe royalty-lms llcensa to make, uso, toll, 
distribute and publish any works that you crotte with RPG MAKER, or using 
any oomponenta of RPG MAKER, prnvidsd that any such works are clearly marked 
on the media or packaging with the above RPG MAKER logo and that you have 
maUtd to us adoiowMgement of your intended use. 

This adarowMgoment should he In the lorm of brief dotalls about the works 
you have meated and your oontact Intwnatlon, and should be mailed to: 

RPG MAKBI 

R hic. 

:7Q15< 

Sunnyvale, CAM088-01M 

Thii llcensa does not Include the right to use any game design or components 
of RPG MAKER in any commercial product 


'SCRVKT 


AgeiK, Ina warrants lo the oilgirul nichfuer of this Ageist, bit product that the medium on which this software program Is 
recorded Is tree from detects h maierlds ind workmanship for a period of ninety |9d) rtays from the dete of purchase. Agelec, kit 
•grees for a period of ninety (90) days to either repair or reikace. Its option, dm Ag^. lot product. You must csil (550) 7^- 
0166 to recsivs Instrucbons to obtain repair/rsplacemsnt ssrdces. 

This warranty shab not be appllciDle and snail bo vnd II the delect m the Agetet bx. product has arlaen through abuse, 
unreesonable use, mistreatment or negisct. IRIS WARRANTY IS IN UEU OF AIL OTHER WAlffiANTIES AND NO OTHBI 
REPRESBfTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBUGATE ASTEC, INC. ANY IMPUED WARRANTIES 
imiCABU TO THIS SOFTWARE PRODUCT, lltCLLlOIN& VTARRANTIES OF MBTCHANTAfilUTV AND FITNESS FOR A PARTKUAR 
RURP03E,AISyMI^T0THENINETY(«) DAY PERIOD OESCRISQIABCIVE. dfNOEVENTWLLAI>ETEC.INC. BEUASiFOR 
INCIOEHTAL OR CONSEQUENTIAL DAMAGES RESION6 FROM POSSESSION, USE, Cdi MALRINCTION OF T)^ A6ETEC, INC. 

SOFTWARE PRODUCT. 

Some states do not abovi limitations as to how long an Implied warranty lasts andlor exclusions or limit^ons of corsequendal v 
damages, so the ^e limitations andfor exclusions ot liaOillty may nd apply to you. Tits wairaoty ^ you spePOc legal 
nghts, and you may also have other riglits which vary irom state to state. 

Repau/Seiwe After Expiration of iNarronty ■ If yoor game disc requires repair after expiralipn of the go-day Llmttao Wenanty 
Period, you may contact the Consumer Service Department at the number llsled below. You will be advised of dm ostimeted cost of 
repeir and the shippirig Inahuclloos. 

Agotec, Inc. Customor Service Dopartment/Tochflical Support Liao (650) 760-0166 - Call Biis number for help In instalMig or 
operating our products ot tor general product questions. Representatives are evallaUe Hooday-Frklay, tOdm-^ Pacltic Time. There 
Is no charge for this service. 

Agetoc, itK. Dniino at httpi/lwww.agotoc.com • Our news Is always cod! Visll our website and find out whet's happening at 
Agetec, Inc- new Sties, new products, snd Iresh Sdbits about the now gaming wpridi 
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